Abstract
"posttraumatic stress injury" would be "more in line with the language of troops and would reduce stigma. But others believe it is the military environment that needs to change" (APA, 2013b, p. 2) in regard to its ableist values and practices. This debate characterizes how PTSD, and mental disability 2 in general, is misunderstood and under-researched within everyday cultural spaces as well as critical spaces including critical Disability Studies and Visual Culture Studies.
As an example of representational discourses on mental disability, discourse of PTSD in the military is profoundly invested in the visual culture of war, particularly war video games. War video games do not cause PTSD, but they do inculcate, enact, and reinforce the masculine virtues that precipitate voluntary enlistment in the military and inhibit treatment for PTSD caused by military service. Ironically, war video games are the foundation for virtual reality exposure therapy (VRT), arguably the most effective therapy for treating PTSD in veterans (Rizzo et al., 2006) .
In addition to synthesizing research pertaining to different aspects of the topic, I
critically examine the U.S. military's contradictory use of war video games and other visual culture to promote violence that causes PTSD and, simultaneously, to clinically treat PTSD. I also examine the o/missions within literature on VRT, which work in tandem to conceal the disabling effects of combat violence and the consequences of the underlying masculine, ableist logic of military culture on mental health. I argue that this ableist logic inhibits treatment of mental disability and consequently perpetuates the disabling symptoms of PTSD in veterans.
Violent Video Games and Training Tools in the U.S. Army
Gaming and militia are historically inseparable. Following classic war games including wéiqí (go) and chess, the modern incarnation arose in the nineteenth century game Kriegsspiel, a mathematical combat simulation that the Prussian army used for military training (Allen, 2011) . Such war gaming continued into the twentieth century, with games that were utilized and refined by military strategists and trainers as well as by the general public for entertainment (Allen) . War gaming expanded into a commercial genre in the mid-twentieth century and transitioned from board games to video games by the 1980s (Allen) because of technological advances in the military, including flight simulation (Andersen & Kurti, 2009 ) and the evolution of networking projects such as SIMNET (Allen) , which enabled real-time combat simulations among remote units. The U.S. military's first foray into modifying retail video games was the first-person shooter Doom, which was modified as Marine Doom in 1997 for teaching decision-making and military thinking (Andersen & Kurti) .
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As commercial, military, and academic digital gaming projects became formalized in the 1990s, institutional arrangements among them were established (Allen, 2011 Leader, a customizable cognitive tactical trainer used by the U.S. Army (Army). According to project leader Rizzo and colleagues (Rizzo et al., 2006) , "These tools were developed through collaboration between ICT, entertainment software companies, the U.S. Army Training and Doctrine
Command (TRADOC), and the Research, Development, and Engineering
Command, Simulation Technology Center," along with design contributions from the Army's Infantry School (para. 5). FSW is a real-time tactics game in which one or two players command squads consisting of two fire teams that cover each other and kill Al-Qaeda and Taliban terrorists while advancing through the playing field in fictitious Zafarra, Zekistan ( Figure 1 ). Following the unprecedented financial success of converting a government funded military training application into FSW (Andersen & Kurti, 2009) , ICT has further developed as a virtual reality therapy interface for treating PTSD in returning veterans, which I discuss later.
U.S. Army's America's Army Game Project
In the same year as the Army and others established ICT, the Army allocated $12 million (USD) for designing America's Army Game Project (America's Army), a free, public video game to be used as a marketing tool with particular emphases on recruiting teenagers and training enlistees before boot camp (Allen, 2011) . The project has been one aspect of the Army's "Transformation," a long-term transition of organizational, technological, and conceptual changes (Allen) in how the Army functions as well as its public image as a brand. The project was conceived by director Colonel Wardynski, who hypothesized that a free, high-quality game could effectively reach young, tech-savvy recruits (Kennedy, 2002) and that it would be economically viable if it were to yield merely 300-400 recruits, given the high cost of traditionally recruiting college-bound teens. The first version, America's Army: Recon, was released online July 4, 2002, with 1.5 million free downloads in the first month, tens of millions of subsequent downloads (Schultzke, 2013) , and billions of hours of play time (Andersen & Kurti) , making it the most successful game launch in history (Andersen & Kurti, 2009) . Despite Wardynski's initial denial that America's Army was a recruiting tool (Stahl, 2006) , military testimony to Congress indicates that it has been more effective for recruiting than any other method of contact (Singer, 2009 (Lugo, 2006) . After passing the training rounds, players graduate to multiplayer, online gameplay, in which they team up with others to form squads of 2-16 players, which play against an opposing squad. The software uses a "swapping paradigm" (Allen, 2011, p. 48) protocol, which causes players on both teams to see their own team as Americans and the other as the enemy, therefore making it impossible to play against the Army.
Nieborg (2004) Figure 2 ). Army does not promote violence as entertainment, which is bolstered by requirements for its rating of "T" by the Entertainment Software Rating Board (Stahl, 2006) . However, America's Army is violent, and there is an abundance of evidence that violent video games desensitize people to violence (Engelhardt, Bartholow, Kerr, & Bushman, 2011; Funk, Buchman, Jenks, & Bechtoldt, 2003; Hasan, Bègue, & Bushman, 2012 , 2013 and promote antisocial and aggressive behavior (Adachi & Willoughby, 2011; Anderson & Bushman, 2001; Anderson & Murphy, 2003; Bushman & Anderson, 2002; DeListi, Vaughn, Gentile, Anderson, & Shook, 2012) . This is amplified when players experience neuroticism, psychoticism, and trait aggression (Markey & Markey, 2010) or when they identify with violent characters (Konjin, Bijvank, & Bushman, 2007) . Neurological research also shows that violent video games alter brain patterns such that players read more violence into others motives in social narratives, which bolsters aggression (Engelhardt et al.) . Andersen and Kurti (2009) This and other AMRG texts are ableist in their correlation of hyper-ability and imperviousness to disability through will and benevolence.
The Army has also produced a variety of merchandise, including console versions of the game for multiple platforms, a coin-operated arcade game, an application version of the game for mobile devices, and America's Army toy action figures (Allen, 2011) . Enlistees have been featured as "real heroes" and "true soldiers" on the website, with family pictures and stories glorifying combat achievements (Allen) . Lastly, the success of the game is largely due to a robust infrastructure for "far-flung individuals, alone at their computers, to become a tight-knit brotherhood that circled the globe" (Zyda, Mayberry, McCree, & Davis, 2005, p. 588 
Disabling Effects of War and the U.S. Army's (Virtual) Response
War is not a game; it results in death by trauma, disease, and suicide, as well as is a common human response to trauma that often subsides with time, but in chronic cases symptoms remain constant, neither getting better nor worse . Thus, the clinically disabling effect, or impairment, of PTSD in military veterans is profound, even before considering the disabling sociocultural and personal impacts of ableism.
Virtual Reality Exposure Through Bravemind (Virtual Iraq)
The Development Of Virtual Iraq From Full Spectrum Warrior
Traditional treatments for PTSD have included pharmacological intervention, psychotherapy, and cognitive behavioral therapy (CBT).
The most effective of these has been a specific type of CBT known as prolonged exposure therapy (PE), in which therapists help clients recount the trauma though imagination, or imaginal exposures, which summon acute symptoms that gradually subside during the therapy session. Over the course of several sessions, clients learn to cope with overwhelming triggers, which translates to everyday life. In essence, the process desensitizes clients to the emotional violence caused by PTSD triggers.
With the exception of pharmacology, each type of PTSD therapy has been enhanced by digital technologies in the past decade through computers and mobile devices that provide video and interactive treatment, therapeutic video games, and collaborative multimedia storytelling; biofeedback; and virtual reality (Clough & Casey, 2011; Coyle, Doherty, Matthews, & Sharry, 2007) . Most of these treatments emulate face-to-face therapy, but virtual reality has progressed into a spectacular experience, in which "the sense of immersion or presence
[…] separates virtual reality from various other forms of communications or technologies" (Clough & Casey, p. 286) . Virtual reality is a computersimulated environment delivered through multimodal devices, most commonly consisting of a head mounted visual display piece and a body suit, sometimes including tactile feedback, sound, and scent. Unlike a movie, the computer interprets the user's head motions through a tracking system, thus making the experience interactive, plus it is possible for the computer operator-in the case of therapy, the therapist-to improvise the event. As a multisensory experience that is perceived as real through technological mediation, virtual reality exposure therapy (VRT) is considered in vivo (video in, video out) and realistic compared to traditional PE, which is imaginal and, hence, imaginary. As one VRT client explains, "When it's only visual, it's not really real-it's just a video game-but when the ground starts vibrating and you smell smoke and hear the AK-47 firing, it becomes very real" (Halpern, 2008, para. 15 (Halpern, 2008; Rizzo et al., 2010) . ICT developed
Virtual Iraq by repurposing graphic assets from Full Spectrum
Command and FSW as a cost-effective VRT application for treating recently redeployed veterans from Iraq and Afghanistan who were diagnosed with PTSD (Rizzo et al., 2006) . As of 2010, Virtual Iraq was being implemented and researched at over 40 military and university sites ; the project has since been updated and renamed Bravemind 4.
In VRT sessions, Virtual Iraq is controlled by a licensed therapist who has been trained to control the environment, gradually exposing clients to stressful triggers specific to the client. Rizzo et al. (2006) 
explain that
Virtual Iraq includes six Middle East scenarios familiar to soldiers. Each scenario can be adjusted for day or night, weather conditions, and illumination of lights. Five user perspectives can be chosen for a given scenario, such as walking alone, with another soldier, with a patrol group, inside a Humvee (Figure 3) , and so on. There is also a "Wizard of Oz" (para. 11) screen for the clinician, which depicts the scenario, input prompts, and real-time data on the client's vital signs. In addition to these visual features, the environment incorporates scented sprays, including burning rubber, body odor, diesel fuel, and gun powder (para. unsuccessfully for PTSD using other methods (Yeh et al., 2009) , and 75% of those who completed the study no longer met diagnostic criteria for PTSD , with 80% making significant gains and reporting anecdotal evidence of improvement (Yeh et al.) . Rizzo and colleagues have been careful not to overstate the clinical success of Virtual Iraq, noting that some who registered for the research project failed to show up, and some quit before completing it Yeh et al.) . They also cite numerous reports that indicate a steady increase of PTSD and they discuss the health care and economic implications of this crisis . In support of their project, Rizzo et al. (2006) hypothesize that Virtual Iraq is successful because clients grew up with gaming and are more comfortable with and attracted to VRT compared to talk-based therapy, but they neglect to mention the program's masculine cache, or the stigma of traditional
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Marine veteran dubbed "Travis Boyd," who successfully completed VRT, stated, I didn't want to have it on my military record that I was crazy.
[…] Infantry is supposed to be the toughest of the tough. Even though there was no punishment for going to therapy, it was looked down upon and seen as weak. But V.R.
sounded pretty cool. They hook you up to a machine and you play around like a video game. (Halpern, 2008 , para.
13)
As Boyd's interviewer asserts, "Telling his buddies that he was going off to do V.R. was a lot easier than telling them he was seeing a shrink" (para. 13). Indeed, Hoge et al. (2004) found that only 23%-40% of Iraq and Afghanistan war veterans who probably had mental disabilities sought mental health care, largely due to stigma. The data outside of VRT research suggest that ableist stigma promoted within military culture escalates PTSD, provokes violence by soldiers with PTSD, and hinders treatment. And despite the cost-effectiveness of Virtual Iraq, Rizzo et al. (2010) clarify that the system is still expensive and that it can only be used by highly trained clinicians. Predictably, they recommend expanded use and further study of Virtual Iraq, including using the tool for assessing PTSD potential prior to deployment; for The military could also benefit economically by way of reduced "turnover" of soldiers with mild PTSD. These personnel might be more likely to reenlist if their mental health needs were addressed soon after combat in a progressive manner via early VR assessment and treatment.
As well, such a VR tool initially developed for exposure therapy purposes, offers the potential to be "recycled" Partial answers can be found in popular media, Finley's (2011) anthropological study of veterans with PTSD, unpublished research, A similar story appears on the news website Salon (http://www.salon.com), which frames a discussion of Virtual Iraq around "Kevin Smith" (pseudonym), allegedly the "first Iraq veteran who has completed the treatment to speak about it publicly" (Zimmerman, 2007 , para. 7). Despite still not being able to confront some memories, which Smith asserted "are too much for me … I don't want to relive them again" (para. 17), he is touted as "one of the lucky ones" (para. America's Army. Bolstering Braswell and Kushner's argument, several "Coming Home" case studies , 2009c ) describe soldiers with PTSD being assaulted, berated, blamed, and intentionally misdiagnosed for their condition. In one case, a psychiatrist under surveillance admitted to following commands to misdiagnose PTSD and traumatic brain injury , and in another case, it took an attempted suicide and a private psychiatrist's diagnosis of PTSD before an Army psychiatrist finally changed a soldier's diagnosis to chronic PTSD ).
Conclusion
In the past few years, the U.S. military has responded positively by devoting significant research to understanding PTSD and suicide. For example, the Pentagon set up a perpetual hotline for soldiers to arrange counseling, the Army contracted hundreds of additional mental health providers, the Army's surgeon general officially encouraged more accurate PTSD diagnoses, and the Army initiated a $50 million study of the rising suicide rates 
